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For Commodore 64 Computers 


DUNGEON OF THE ALGEBRA DRAGONS 
Cassette Loading Time: 15-16 minutes 
INTRODUCTION 


You have been locked in the infamous DUNGEON OF THE 
ALGEBRA DRAGONS. To make your way to freedom, you 
must search through the Dungeon for the two Magic Keys 
. .. But beware of the Algebra Dragons. If they find you, 
you must use your Algebra skills to outwit them or your 
escape may be foiled. 


You start your journey with 1000 gold pieces. When a 
Dragon finds you he will give you an Algebra Problem to 
solve. He will add to your gold reserves if you are correct, 
or take some of your gold if you are wrong. When your 
gold is gone, he will have you for supper! 


On your journey through the Dungeon, you will also be 
confronted by poisonous spiders, trap-doors and other 
surprises to make your escape more challenging. Will you 
escape from the Dungeon or become “Dragon's Delight’? 


SUMMARY OF PERILS 


A. TRAP-DOORS - If you enter a room with a trap-door, 
you will immediately fall to the next level down. You 
will be warned of nearby TRAP-DOORS by, “I FEEL A 
DRAFT.” 


B. BOTTOMLESS PITS - Level three has bottomless pits. 
Falling into one of these is fatal. You lose! 


C. SPIDERS - If you enter a room with a spider, you must 
stomp on it or it will bite you. You will be warned of 
nearby SPIDERS by, “| SEE SPIDER WEBS”. 


D. GHOSTS - If you enter a room with ghosts, they will 
carry you off to another room. The room may not be 
safe. You will be warned of nearby ghosts by, 
“GHOSTS NEARBY.” 


E. DRAGONS - Entering a room with a dragon could be 
dangerous if you don’t know your algebra. So be 
prepared to outwit him. You will be warned of a 
dragon one room away by, “| SMELL A DRAGON.” 


As you go through the dungeon, you will stumble on 
things to help you, such as Ladders and Bags of 
Gold. 


Ill. SUMMARY OF HELPERS 


A. 


LADDERS - If you enter a room with a LADDER, you 
may use it to go to the level above. If you enter a 
room with a ladder below, you will see a yellow 
passage in the right corner floor. You may use it to go 
the the level below. CAUTION: The room you enter 
may not be safe! 


BAGS OF GOLD - While on your journey, you will 
come across BAGS OF GOLD, located on the floor of 
the dungeon. Move over and pick them up. They will 
add to your gold reserves. 


MAGIC KEYS - When you come across a MAGIC KEY, 
move over and pick it up. You will carry it with you for 
the rest of your journey (although you will not see it). 
After picking up the Second Key, you must make your 
way to the level one exit ladder to escape the 
dungeon. 


IV. SYSTEM OPERATION 


A. 


B. 


GENERAL INSTRUCTIONS 


1. Hook up your computer, including your cassette 
unit or disk drive. 


FOR DISK LOADING 


1. Using your disk drive, carefully insert the disk so 
that the label on the disk is facing up and is 
closest to you. Look for a little notch on the disk 
(it might be covered with a piece of tape). If 
you're inserting the disk properly the notch will be 
on the left side. Once the disk is inside close the 
protective gate by pushing in on the lever. Now 
type LOAD “DRAGONS”, 8 and hit the 
key. When the word READY appears on the 
screen, and the @ is on, just type RUN, and press 
EGU. This will load the main program, it will 
take about 3 minutes. 


A Backup copy of this Program is provided on the 
same side of the Disk. To load the Backup, use 
“AID BACKUP”, 8. (For Disk). Follow the 
instructions on page 3, for loading. 


C. CASSETTES 


Use your DATASSETTE recorder, Make sure the tape 
is completely rewound to the beginning of side one. 
Then, type LOAD “DRAGONS”, then press (§GQEu—. 
The computer will answer with PRESS PLAY ON 
TAPE, so you will respond by pressing PLAY on your 
Datassette machine. At this point the computer 
screen will go blank until the program is found. The 
computer will say FOUND DRAGONS on the screen. 
Now you press down on the {Q key. This will actually 
load the program into the computer. 


When the word READY appears on the screen, type in 
RUN, then press . When FOUND 1 appears on 
the screen press the {é key again. It will take about 
15 minutes to load the entire program. 


A Backup copy of this Program is provided on Side 2. 
To load the Backup, use LOAD “DRAGONS”. The 
instructions for loading are the same as for Side 1. 


V. THE ADVENTURE BEGINS 


A. You will be asked to enter the skill level (1 to 4). Enter 
your skill level. If you enter 4, you will be asked to 
enter other choices. 


Table of Skill Levels: 


Ladders 

Ghosts 
Skill Algebra Spiders 
Level Difficulty Dragons Trap-Doors 
1 Easy 6 9 each 
Pe Medium 9 12 each 
3 Most Diff. 12 15 each 
4 You You You 


choose choose choose 


B. 


C. 


D. 


Next, the system “sets up” the adventure. This 
usually takes from 15 to 30 seconds. 


The adventure has started. You will be in one of the 
twenty rooms on Level Three. 


The display will show three doorways to adjoining 
rooms. Use your joystick or your computer keyboard 
to move the Student. 


1. Any standard video game joystick will do. To 
connect the joystick to your computer, USE JOY- 
PORT 1. To jump, hold the fire button down while 
moving the joystick. 


NOTE: You must hold the fire button down and 
move the joystick simultaneously to activate a 
jump. Move your joystick in the direction of the 
spider to stomp on him. You may also use jump- 
ing to escape from the spider. If a spider bites 
you THREE times, you are DEAD! 


2. If you wish, you may use the keyboard instead of 
the joystick. 


Use the following keys to move the student: 


FORWARD: — {# 


BACK: 1 | 
RIGHT: 2, 
LER: CTRL 


JUMP: Space Bar 


When a Key or Bag of Gold appears in a room, move 
near the item so you can pick it up. You will carry it 

with you on your journey, even though you won’t see 
it. The Bag of Gold will give you extra gold pieces. 


When you enter a room with a Dragon you will be 
asked an Algebra question. Type in your solution, 
then press (EGR. You may use the (RZEBkey to 
erase a typing error if you make one. 


The following symbols are used in the Algebra 
equations: 


+ = Add 

— = Subtract 

* = Multiply 

/ = Divide 

4 = Raise to a Power, i.e. 342 means 3? or 9 


NOTE: Do not use the joystick after an Algebra ques- 
tion appears on the screen, this will cause unwanted 
numbers to appear. To erase these, if this does hap- 


pen, use the key. 


You will be able to leave the DUNGEON only after you 
have recovered both Magic Keys and found the exit 
room on level one, and climbed the Ladder to safety. 


Your game completion time and the number of gold 
pieces you have won will be displayed. 


Vi. STRATEGIES AND TACTICS ON HOW TO SURVIVE 


A. 


Inspect the screen carefully, looking for clues on what 
lurks in adjacent rooms. 


Watch for ladders up and down. They can be very 
helpful for quick getaways. 


Move from room to room, using the warnings to 
determine the safest rooms. Inspect as many rooms 
as possible until you locate the two Magic Keys. 


Keep a record of what you have encountered in each 
room as shown below, for example: 


LEVEL 3 LEVEL 2 
Warning Room Entry to Warning Room Entry to 
a Lae 
LD ise LD nes 
i 7 
1 13 
a. we 
= ——1 
DR eg HS hae: (Trap Door) 
(LU) 5 7 
GNB 1312 sp 017 
—— a 
2 12 
GNB = Ghosts Nearby 
SD = Smell A Dragon 


HS =Hear Spiders 
DR =Draft 

LD =Ladder Down 
LU =Ladder Up 


A reference of the above type is very helpful for a 
safe escape from the dungeon. 


6. 


NOTE: We suggest you always use these types of 
maps to find your way through the DUNGEON or you 
will be hopelessly lost. 


E. Use the above reference to determine, by deduction, 
where the perils are located and try to avoid them. 


F. When you have located both MAGIC KEYS use the 
ladders to move as fast as possible to Level One and 
find the Exit Ladder. Then climb the level 1 ladder to 
safety. 


Vil. TROUBLE SHOOTING 


System will not LOAD e Check computer hookup 
® Try to load backup version 
System will not save ¢ Check computer hookup 
System Glitch - Screen ¢ Reload program (sometimes 
blanks out, Program Lost happens due to power fluc- 
tuation) 
General Problem ¢ Reload original software pro- 


gram or backup version. 


If you’ve enjoyed this program, try these other, equally 
stimulating programs from Timeworks, Inc.: 


Cat. No. 
Educational 
6102 

6104 
Entertainment 
6202 

6203 

6204 

6205 

Home Management 
6301 

6304 

6307 

6308 

6351 

6352 

6353 
Programming 
6401 


6402 
6403 


Business Management 


6501 
6502 
6503 
6504 
6505 
6506 
6507 


Program 


Dungeons Algebra Dragons 
Spellbound 


Star Battle 

Robbers of the Lost Tomb 
Wall Street 

Presidential Campaign 


Money Manager 

The Electronic Checkbook 
Data Manager 

Dietron 

Data Manager 2 

Word Writer 

Swiftax 


Programming Kit 1: 
Beginning Game Design 

Programming Kit 2: 
Intermediate Game Design 

Programming Kit 3: 
Intermediate Data Handling 


Inventory Management 

Sales Analysis Management 
Account Receivable Management 
Account Payable Management 
Payroll Management 

Cash Flow Management 

General Ledger 


Personal Computer Software — 


Timeworks has put the personal in Personal Computer 
Software. 


We have pooled creativity, technical knowledge, 
manufacturing expertise and conscientious quality 
control to bring to you the versatility and reliability 
demanded by the computer generation. 


We have dedicated ourselves to the development of 
programs which meet the needs of the computer 
user — both functional and recreational. Each program is 
designed and tested with the user's needs foremost in 
our minds. 


Timeworks’ programs utilize maximum computer 

capacity. Our manuals are User-Friendly, written in 
plain easy-to-follow English, then carefully edited to 
provide continuity and correlation with the program. 


If superior design, maximum capability, effective graphics 
and performance are important to 
you, look into Timeworks personal computer software. 


You'll be amazed at the difference a personal 
commitment can make. 


For other Timeworks software see your local 
Timeworks dealer, or contact Timeworks, Inc. for a 
list of our latest software. 


Timeworks, Inc. 
405 Lake Cook Rd. 
Deerfield, IL 60015 
(312) 291-9200 


© 1983 Timeworks, Inc. All rights reserved. 
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